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PRECAUTIONS 


1. Turn off the power when inserting or removing the Game Pak. 

2. This is a high precision game. It should not be stored in places that are very 
hot or very cold. Never hit or drop it. Do not take it apart. 

3. Avoid touching the connectors and do not get them wet or dirty. Doing so 
may damage the game. 

4. Do not clean with benzene, paint thinner, alcohol, or other such solvents. 


Note: In the interest of product improvement, Nintendo Entertainment System specifications and 
design are subject to change without prior notice. This game has been programmed to take advan¬ 
tage of the full screen. Some older models have rounded screens and may block out a portion of 
the image. 
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I. GAME DESCRIPTION 


Gilligan's Island is an action/adventure game that tests your skills as you explore the uncharted 
tropical jungle. The Skipper and Gilligan must wander together throughout a vast maze of paths 
and underground caverns in an effort to discover a means of escaping from their island prison. 
To win they must successfully solve the four episodes of the game by finding the other mem¬ 
bers of the shipwrecked crew, the Professor, Mary Ann and Mr. and Mrs. Howell, and follow 
whatever instructions or clues they receive. 

Please read this instruction booklet carefully to ensure proper handling of your new game. 

Save the booklet for future reference. 
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2 . HOW TO OPERATE THE CONTROLLER 



CONTROL PAD 


A BUTTON 


SELECT BUTTON 


START BUTTON 


B BUTTON 
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A Button:.Push to jump; push rapidly to swim, push to continue conversations. 

B Button:.Push to punch or use weapons. 

Start Button:... Push to start the game. 

Select Button: .. Push to access the menu screen.* 

Control Pad:.... Push left, right, up, or down to move the Skipper. 


’Once you Hove selected the menu screen you may choose between mop, food, ond rope by pushing the control pod up ond down. Once you hove 
indicated which item you want, you can select the item by pushing the A button. Return to the game screen by pushing the select button. 













i. HOW TO PUW THE GAME 



To start the game press the Start button once and then press the start button again 
or the A button. The screen will then indicate what episode you are about to begin. 
Press the A button to begin the game. 


The game consists of four different episodes. Each episode begins with conversation 
among the members of the shipwrecked crew. When a flashing ball appears before the 
last sentence of dialogue on the menu screen, press the A button to continue read¬ 
ing. This conversation will sometimes provide valuable clues that will help you finish 
the episode. When the conversation is over, the game will begin, 


PMYING THE GAME 

In each episode you have a limited amount of time and 
help the Skipper and Gilligan search the island for the vai 
wrecked crew. In order to finish each episode you must fin< 
specific order. When the Skipper touches them, the crew 
instances (when you locate one) they will provide clues that 
acter or object you need to search for next. Some of the clues 
some you will have to figure out for yourself. 


s with which to 
bers of the ship- 
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an talk. In most 


*53 


6 












HELPFUL DEVICES 


Along the path, the Skipper end Gilligan will find the following three types of helpful 
items. When the Skipper runs into one of these items he gains an extra unit in the 
menu screen. 


Bananas: These provide the Skipper with one extra level of food. 

Hourglass: This adds one minute to the time clock. 

Rope: This allows the Skipper to retrieve Gilligan no matter where he is. 


To access the food and rope, you press select to enter the menu screen. Then use the 
control pad to select the desired item and press the A button to activate your choice. 
The Skipper should access the food when his energy level is low and use the rope 
when he wants to retrieve Gilligan in a hurr 


The other helpful device that is 
twisting island paths. At the 

per find the other members of tl 
It is important to note that 




map. These must be explored at your own risk. 


i the menu screen is a map of the 
isode this map shows the location 
i of the crew. As Gilligan and the Skip- 
r new initials will also appear on the map. 
f the underground caves do not appear on the 
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DANGERS ON THE PATHS 



The Skipper end Gilligan need to watch out for many dangers as they search for their 
crew-mates. There are many moving objects that can harm the Skipper and cause him 
to lose strength. These include the many wild animals that roam the island as well as 
the local headhunters. The Skipper can also be harmed by falling boulders and stalac¬ 
tites or by tripping over rocks, fallen trees, and other obstacles in his path. 


There are also other natural dangers on the paths including rushing rivers, quicksand 
bogs, narrow bridges, sinkholes and sand flows that can use up valuable time by tak¬ 
ing the Skipper and Gilligan far out of their 


When the Skipper 
Skipper two minutes 








' episodes are won by figuring out the clues given by the crew members. Some of the 
less obvious clues can be deciphered by trying to understand the different characters in the 
game. For example, the Professor would be the likely person to deal with anything scientific (i.e., 
electronics, archaeology, etc.), while Mr. Howell would be concerned with money. In general, 
anything that is lost can be found in the tree and certain items such as the transmitter and 
pieces of the stone tablet can be found in a blue treasure chest. 
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EPISODE 1 

As a tropical storm threatens to strike the island, the Skipper and Gilligan set out to 
collect the materials needed to build a protective hut. But first they must solve the 
mystery of the Howells missing ring. Once the ring is found, they learn from the Pro¬ 
fessor that a gorilla has stolen the transmitter and he needs them to get it back so 
he can fix it. Only after all of this can they cut down the tree and build the hut. 
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EPISODE 2 

Mary Ann has been captured by headhunters on the island. As Gilligan and the 
Skipper search for her they locate part of a stone tablet. When they bring it to the 
Professor they find out that he can't read it because Mr. Howell has borrowed his 
translation book. Before Mr. Howell will return the book, he insists that they find his 
missing golf ball. After finding the ball and returning the book to the Professor they 
finally set out again to find Mary Ann. But she can only be freed if they defeat the 
chief of the headhunters who has the key to her cage. 
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EPISODE 3 

The belief that the stone tablet Is part of a larger tablet that might provide the 
dinates of the island brings with it the hope of rescue. Finding the other pieces of the 
tablet will prove no easy task, as one of them is guarded by a ferocious bear. But 
after the Skipper and Gilligan return the tablet to the Professor, he tells them he 
needs Mary Ann to make a cleaning solution from special nuts so he can read the 
inscription. 





As Gilligan and the Skipper search for the magical stone idol, Mary Ann asks them to 
find some coconuts so she can bake a pie. Meanwhile, Mrs. Howell has been captured 
by the headhunters. Once again Gilligan and the Skipper must get the key from the 
native chief. After freeing Mrs. Howell, they get some money from Mr. Howell and 
bring it to Mary Ann. In return she gives Mr. Howell her coconut pie. Only then does 
Mr. Howell inform Gilligan and the Skipper that Mary Ann has the sacred weapon 
they need to defeat the curse that is guarding the magical stone idol. 
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90 DAY LIMITED WARRANTY 


90-DAY LIMITED WARRANTY: 

Bandai America, Inc. ("Bandai") warrants to the original 
consumer purchaser that this Game Pak ("PAK") (not 
including Game Pak Accessories or Robot Accessories) 
shall be free from defects in material and workmanship for a 
period of 90 days from date of purchase. If a defect covered 
by this warranty occurs during this 90-day warranty period, 
Bandai will repair or replace the PAK, at its option, free of 
charge. 

To receive this warranty service: 

1. DO NOT return your defective Game Pak to the retailer. 

2. Notify the Bandai Consumer Service Department of 
the problem requiring warranty service by calling: 
1-213-926-0947. Our Consumer Service Department is 
in operation from 9:00 A.M. to 5:00 P.M. Pacific Stand¬ 
ard Time, Monday through Friday. 

3. If the Bandai service technician is unable to solve the 
problem by phone, he will provide you with a Return 
Authorization number. Simply record this number on the 
outside packaging of your defective PAK, and return your 
PAK freight prepaid, at your risk of damage, together with 
your sales slip or similar proof-of-purchase within the 
90-day warranty period to: 

Bandai America, Inc. 

Consumer Service Department 
12851 East 166th Street 
Cerritos, CA 90701 

This warranty shall not apply if the PAK has been damaged 
by negligence, accident, unreasonable use, modification, 
tampering, or by other causes unrelated to defective materi¬ 
als or workmanship. 
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REPAIRS AFTER EXPIRATION OF WARRANTY. 

If the PAK develops a problem after the 90-day warranty 
period, you may contact the Bandai Consumer Service 
Department at the phone number noted. If the Bandai serv¬ 
ice technician is unable to solve the problem by phone, he 
may provide you with a Return Authorization number. You 
may then record this number on the outside packaging of the 
defective PAK and return the defective PAK freight prepaid to 
Bandai, enclosing a check or money order for $10.00 pay¬ 
able to Bandai America, Inc. Bandai will, at its option, subject 
to the conditions above, repair the PAK or replace it with a 
new or repaired PAK. If replacement PAKS are not available, 
the defective PAK will be returned and the $ 10.00 payment 
refundable. 

WARRANT LIMITATIONS: 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR 
A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO 
NINETY DAYS FROM THE DATE OF PURCHASE AND ARE 
SUBJECTTO THE CONDITIONS SETFORTH HEREIN. IN NO 
EVENT SHALL BANDAI BE LIABLE FOR CONSEQUENTIAL 
OR INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of this warranty are valid in the United States 
only. Some states do not allow limitations on how long an 
implied warranty lasts or exclusion of consequential or inci¬ 
dental damages, so the above limitations and exclusion may 
not apply to you. This warranty gives you specific legal 
rights, and you may also have other rights which vary from 
state to state. 


Compliance with FCC Regulations 


This equipment generates and uses radio frequency energy and if not installed and used prop¬ 
erly, that is, in strict accordance with the manufacturer's instructions, may cause interference to 
radio and television reception. It has been type tested and found to comply with the limits for a 
Class B computing device in accordance with the specifications in Subpart J of Part 15 of FCC 
Rules, which are designed to provide reasonable protection against such interference in a resi¬ 
dential installation. However, there is no guarantee that interference will not occur in a particu¬ 
lar installation. If this equipment does cause interference to radio or television reception, which 
can be determined by turning the equipment off and on, the user is encouraged to try to correct 
the interference by one or more of the following measures: 

■ Reorient the receiving antenna 

■ Relocate the NES with respect to the receiver 

■ Move the NES away from the receiver 

■ Plug the NES into a different outlet so that computer and receiver are on different circuits. 
If necessary, the user should consultthe dealer or an experienced radio/television technician for 
additional suggestions. The user may find the following booklet prepared by the Federal Com¬ 
munications Commission helpful: 

Howto Identify and Resolve Radio-TV Interference Problems. 

This booklet is available from the U.S. Government Printing Office, Washington, D.C. 20402, 
Stock No. 004-000-00345-4. 
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